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Dalam aktivitas ekstrakulikuler komputer di SMP 2 jekulo kurangnya 
minat siswa dalam mengikuti ekstrakulikuler tersebut dikarenakan kejenuhan 
siswa dengan mode pembelajaran seperti ceramah, kurangnya soal evaluasi untuk 
mengukur kemampuan siswa juga menjadi permaslahan pembelajaran 
hardwarekomputer. Oleh karena itu dibuatlah suatuAplikasi Pembelajaran 
Hardware Komputer berbasis Mobile Android.Metodeperancangansistem yang 
digunakanadalahUnified Modeling Language (UML). 
Sedangkanbahasapemrograman yang digunakanadalah PHP dengan database 
MySQL.Sehingga aplikasi inidapat memperbanyak minat siswa terhadap kegiatan 
ekstrakulikuler komputer, juga mempermudah guru dalam kegiatan belajar 
mengajar. Penelitianinimenghasilkanaplikasipembelajaran hardware komputer 
berbasis mobile android 
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Computers in extracurricular activities in the Junior 2 Jekulo lack of student 
interest in participating in these extracurricular due to saturation of students with 
learning mode such as lectures, lack of evaluation questions to measure the ability 
of students also became permaslahan learning computer hardware. Therefore 
made an application-based learning Computer Hardware Mobile Android. System 
design method used is the Unified Modeling Language (UML). While the 
programming language used is PHP with MySQL database. So this application 
can augment students' interest towards extracurricular activities computer, also 
facilitate teachers in learning activities. This research resulted in the application of 
learning android based mobile computer hardware. 
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